se Agree 


This LIMITED SOFTWARE WARRANTY AND LICENSE AGREEMENT {this "Agreement"), including the Limited Warranty and other special provisions, is a legal agreement between You (either an individual or an entity) and Ritual Entertainment and 
Gathering of Developers 1, Ltd., (collectively, the "Owner") regarding this software product and the materials contained therein and related thereto. Your act of installing and/or otherwise using the software constitutes Your agreement to be bound by 
terms of this Agreement. If You do not agree to the terms of this Agreement, promptly return the software packaging and the accompanying materials (including any hardware, manuals, other written materials and packaging) to the place You 
alned them, along with your receipt, for a full refund. 

nt of Limited Non-Exclusive License. This Agreement permits You to use one (1) copy of the software program(s) (the "SOFTWARE") included in this package for your personal use on a single home or portable computer. The SOFTWARE is in "use" 
i computer when it is loaded into temporary memory (i.e., RAM) or installed into the permanent memory (e.g., hard disk, CD-ROM, or other storage device) of that computer. Installation on a network server is strictly prohibited, except under a 
:ial and separate network license obtained from Owner; this Agreement shall not serve as such necessary special network license. Installation on a net work server constitutes "use" that must comply with the terms of this Agreement. This license 
is not a sale of the original SOFTWARE or any copy thereof. 

Intellectual Property Ownership. Owner retains all right, title and interest to this SOFTWARE and the accompanying manual(s), packaging and other written materials (collectively, the "ACCOMPANYING MATERIALS"), including, but not limited to, all 
copyrights, trademarks, trade secrets, trade names, proprietary rights, patents, titles, computer codes, audiovisual effects, themes, characters, character names, stories, dialog, settings, artwork, sounds effects, musical works, and moral rights. 
The SOFTWARE and ACCOMPANYING MATERIALS are protected by United States copyright law and applicable copyright laws and treaties throughout the World. All rights are reserved. The SOFTWARE and ACCOMPANYING MATERIALS may not be 
copied or reproduced in any manner or medium, in whole or in part, without prior written consent from Owner. Any persons copying or reproducing all or any portion of the SOFTWARE or ACCOMPANYING MATERIALS, in any manner or medium, will be 
willfully violating the copyright laws and may be subject to civil or criminal penalties. 

SOFTWARE Backup or Archiving. After You install the SOFTWARE into the permanent memory of a computer. You may keep and use the original disk(s) and/or CD-ROM (the "Storage Media") only for backup or archival purposes. 

Restrictions. Other than as provided specifically in this Agreement, You are not permitted to copy or otherwise reproducetheSOFTWARE or ACCOMPANYING MATERIALS: modify or prepare derivative copies based on the SOFTWARE or ACCOMPANYING 
MATERIALS; distribute copies of the SOFTWARE or ACCOMPANYING MATERIALS by sale or other transfer of ownership; rent, lease, or lend the SOFTWARE or ACCOMPANYING MATERIALS; or to display the SOFTWARE or ACCOMPANYING MATERIALS 
publicly. You are expressly prohibited from transmitting the SOFTWARE or ACCOMPANYING MATERIALS electronically or otherwise over the Internet or through any other media or to any other party. You are expressly prohibited from using or selling 
any unauthorized level packs, add-on packs or sequels based upon or related to the SOFTWARE or ACCOMPANYING MATERIALS. You are expressly prohibited from selling or using any characters or other components of the game for any purpose. You 
are expressly prohibited from selling or otherwise profiting from any levels, add-on packs, sequels or other items created by utilization of the SOFTWARE'S level editor. YOU ARE NOT PERMITTED TO REVERSE ENGINEER, DECOMPILE OR DISASSEMBLE 
THE SOFTWARE IN ANY WAY. Any copying of the SOFTWARE or ACCOMPANYING MATERIALS not specifically allowed in this Agreement is a violation of this Agreement. 

Limited Warranty and Warranty Disclaimers. 

LIMITED WARRANTY. Owner warrants that the original Storage Media holding the SOFTWARE is free from defects in materials and workmanship under normal use and service for a period of ninety (90) days from the date of purchase as evidenced by 
Your receipt.lf for any reason You find defects in the Storage Media, or if you are unable to install the SOFTWARE on your home or portable computer. You may return the SOFTWARE and all ACCOMPANYING MATERIALS to the place You obtained it 
for a full refund. This limited warranty does not apply if You have damaged the SOFTWARE by accident or abuse. 

CUSTOMER'S REMEDY. Your exclusive remedies, and the entire liability of Owner, shall be(i) replacement of any original Storage Media with the SOFTWARE or (ii) full refund of the price paid for this SOFTWARE. By opening the sealed software packaging, 
installing and/or othervwse using the SOFTWARE or ACCOMPANYING MATERIALS, you hereby agree to waive any and all other remedies you may have at law or in equity. Any such remedies you may not waive as a matter of public policy, you hereby 
assign, or shall assign as they become available, over to Owner. 

WARRANTY DISCLAIMERS. EXCEPT FOR THE EXPRESS LIMITED WARRANTY SET FORTH ABOVE, OWNER MAKES NO WARRANTIES, EXPRESS OR IMPLIED, ORAL OR WRIHEN, CONCERNING THE PRODUCTS OR ANY COMPONENT PART THEREOF. ANY 
IMPLIED WARRANTIES THAT MAY BE IMPOSED BY APPLICABLE LAW ARE LIMITED IN ALL RESPECTS TO THE FULLEST EXTENT ALLOWED AND TO THE DURATION OF THE LIMITED WARRANTY. OWNER DOES NOT REPRESENT, WARRANT OR 
GUARANTEE THE QUALITY OR THE PERFORMANCE OF THE SOFTWARE OR ACCOMPANYING MATERIALS OTHER THAN AS SET FORTH IN THE ABOVE LIMITED WARRANTY. OWNER ALSO DOES NOT REPRES ENT, WARRANT OR GUARANTEE THAT 
THE SOFTWARE OR ACCOMPANYING MATERIALS' CAPABILITIES WILL MEET YOUR NEEDS ORTHATTHE SOFTWARE WILL CONTINUOUSLY OPERATE, BE ERROR FREE, OR THAT PROBLEMS WILL BE CORRECTED. OWNER DOES NOT REPRESENT THAT 
THE SOFTWARE WILL OPERATE IN A MULTI-USER ENVIRONMENT. 

NOORALOR WRITTEN INFORMATION OR ADVICE GIVEN BY OWNER, ITS DEALERS, DISTRIBUTORS, DIRECTORS, OFFICERS, EMPLOYEES, AGENTS, CONTRACTORS OR AFFILIATES SHALL CREATE ANY OTHER WARRANTY ORECTENDOR EXPAND THE 
SCOPE OF THIS WARRANTY. YOU MAY NOT RELY ON ANY SUCH INFORMATION OR ADVICE. 

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO YOU. THIS LIMITED WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS AND YOU MAY ALSO HAVE OTHER 
RIGHTS WHICH MAY VARY FROM STATE TO STATE. 

LIABILITY LIMITATION. To the maximum extent permitted by applicable law, and regardless of whether any remedy set forth herein faiis of its essential purpose, IN NO EVENT WILL OWNER, ITS DIRECTORS, OFFICERS, EMPLOYEES, AGENTS OR 
AFFILIATES NOR ANYONE ELSE INVOLVED IN THE DEVELOPMENT, MANUFACTURE OR DISTRIBUTION OF THE SOFTWARE OR THE ACCOMPANYING MATERIALS BE LIABLE FOR ANY DAMAG ES WHATSOEVER, INCLUDING WITHOUT LIMITATION, DIRECT 
OR INDIRECT; INCIDENTAL; OR CONSEQUENTIAL DAMAGES FOR PERSONAL IN] URY, PERSONAL PROPERTY, LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF TEXT OR DATA STORED IN OR 
USED WITH THE SOFTWARE INCLUDING THE COST OF RECOVERING OR REPRODUCING THE TEXT OR DATA, OR ANY OTHER PECUNIARY LOSS, ARISING FROM OR OUT OF THE USE OR INABILITY TO USE THIS SOFTWARE. THIS LIABILITY LIMITATION 
APPLIES EVEN IF YOU OR ANYONE ELSE HAS ADVIS ED OWNER OR ANY OF ITS AUTHORIZED REPRESENTATIVES OF THE POSSIBILITY OF SUCH DAMAGES. EVEN IF SUCH IS CAUSED BY, ARISES OUT OF OR RESULTS FROM THE ORDINARY, STRICT, 
SOLE OR CONTRIBUTORY NEGLIGENCE OF OWNER OR ITS DIRECTORS, OFFICERS, EMPLOYEES, AGENTS, CONTRACTORS OR AFFILIATES. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 

Product Support and Updates. This SOFTWARE is intended to be user-friendly and limited product support is provided by Owner as specified in the ACCOMPANYING MATERIALS. 

j urisdiction. TEXAS LAWS GOVERN THIS AGREEMENT, REGARDLESS OF EACH STATE'S CHOICE OF LAW PRINCIPLES, WITH A FORUM AND VENUE OF DALLAS COUNTY, TEXAS. This Agreement maybe modified only by a written instrument specifying 
he modification and executed by both parties. In the event that any prows ion of this Agreement shall be held to be unenforceable, such provision shaii be enforced to the greatest possible extent, v\nth the other provisions of this Agreement to remain 


special an 


in full force and effect. 

Entire Agreement. This Agreement represents the entire agreement between the parties, and supersedes any oral or written communications, proposals or prior agreements between the parties or c 
U.S. Government Restricted Rights. The SOFTWARE and the ACCOMPANYING MATERIALS is provided with RESTRICTED RIGHTS (as found in 48 C.F.R. §52.227-7013). This provision oniy applies if 
this SOFTWARE either directly or indirectly. Owner created this SOFTWARE and the ACCOMPANYING MATERIALS exclusively with private funds. Additionally, information contained in this SOFTWARE and the ACCOMPANYING MATERIALS is a 
secret of Owner for all purposes of the Freedom of Information Act or otherwise. Furthermore, this SOFTWARE is "commercial computer software" subject to limited use as set forth in any contract that may be entered into between the selk 
the governmental entity. Owner owns, in all respects, the proprietary information and proprietary data found in the SOFTWARE and the ACCOMPANYING MATERIALS. 

U.S. DEPARTMENT OF DEFENSE PERSONNEL. Owner only sells this SOFTWARE and the ACCOM PANYING MATERIALS with "Restricted Rights" as defined in DFARS 52.227-7013 (also found at 48 C.F.R. § 252.227-7013). Any U.S. Governmei 
duplication, or disciosure is subject to the restrictions including, but not limited to those found in the Rights in Technological Data clause at DFARS 52.227-7013 (48 C.F.R. §252.227-7013) that may be amended from time to time. 
NON-DEPARTMENT OF DEFENSE PERSONNEL. Other governmental personnel are on notice through this Agreement that any use of this SOFTWARE and the ACCOMPANYING MATERIALS is subject to similar limitations as those stated above, inc 
■ Computer SOFTWARE - Restricted Rights found in 48 C.F.R. §52.227-19 ' 


ers, distributors, agents or employees. 


uys/Expo'rt‘l™s"ProhTbitronsrBy opVning'rh7seaIed7oftware packaging and/oVitisTaliingo^ oVheraise using t'hrsOFTWARE'and™ 
of the SOFTWARE'S direct products are not being and wiii not be transported, exported or re-exported (direct iy or indirect iy through the internet or otherwise) into (or to a 
ACCOMPANYING MATERIALS by any U.S. export laws or accompanying regulations or otherwise violate such laws or regulations, that may be amended from time to time. You a 
will not be used for any purpose that may be restricted by the same laws and regulations. 

Termination. This Agreement is valid until terminated. This Agreement ceases automatically (without any form of notice) if You do not comply with any Agreement pro' 
ACCOMPANYING MATERIALS and all copies and reproductions of the SOFTWARE and ACCOMPANYING MATERIALS and deleting and permanently purging the SOFTWARE 
Program Transfer. You may permanent iy transfer all of your rights under this Agreement, provided that the recipient agrees to all of the terms of this Agreement, and Yoi 
and components and remove the SOFTWARE from Your computer prior. Transferring the SOFTWARE automatically terminates Your license under this Agreement. 

Equitable Remedies You hereby agree that if the terms of this Agreement are not specifically enforced. Owner will be irreparably damaged, and therefore you agree that 


agree and confirm that the SOFTWARE or ACCOMPANYING MATERIALS and any 
to a national or resident of) any country forbidden to receive such SOFTWARE or 
ou also agree and confirm that the SOFTWARE and ACCOMPANYING MATERIALS 

orovision. You can also end this Agreement by destroying the SOFTWARE and 
from any client server or computer on which it has been installed, 
u agree to transfer all ACCOM PANYING MATERIALS and related documents 

Owner shall be entitled, without bond, other security, proof of damages, to 


Owner: If 


ve any questions regarding this Agreement, the enclosed materials, or otherwise, pie 


in writing: 


Gathering of Developers 

2700 Fairmount Street, Dallas, Texas 75201 

of their respective 
Manufactured in 


ve owners. 8 2000 Gathering of Developers, In 


rkof id Software, Inc. 8 1999. Ritual logo is a trademark of Ritual Entertainment, Inc 
ws 95, Windows 98 and Windows NT are registered trademarks of Microsoft Corporat 
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Welcome 
I to Eden 


Years have passed since] ulie defeated the would-be-God Lord Tyler 
on the bloody battlefields of the Holy Land. She has long since put the 
pain of those days behind her and turned her eye to more pressing matters. On 
the long journey from the Holy Land to the Galaxy of the Twin Suns she 
gathered those without a home in the universe and brought them back to her 
homeworld of Eden. 


As the colonists rebuilt their New World, they discovered something wonderful — 
the water of the new Eden is the beginning and end of all life. None of the colonists 
have aged in the past 30 years. They have protected their world with a powerful 
energy shield, and perhaps moreeffectively, they placed into orbit a FA.K.K.^ 
(Federation Assigned Ketogenic Kilizone) hazard beacon, alerting all who approach 
that Eden is a death trap. Knowing that the shield would keep possible attackers 
at a distance, and with the beacon hiding their secret under the veil of a fatal 
wasteland, the colonists have become happy and complacent in their 
comfort and safety. 

From somewhere deep in space, a PlanetShip, a vessel which consumes entire 
worlds, approaches - its ancient leader Gith at the helm. In this Universe full 
of would-be-Gods, the machines of man alone cannot change the call of Destiny. 
There is one who must be called... The Starstrider. 
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Set up and 
I nstallation 

Insert the Heavy Metal: F.A.K.K.2 CD-ROM into your CD-ROM drive. Followthe on- 
screen instructions to install the game to your hard drive. This should not take 
long, and you will only have to do this onetime. Thereafter, every time you play 
the game, you will need to insert the Heavy Metal: F.A.K.K .2 CD into your 
CD-ROM drive. 

If for some reason the installation screen does not appear, or if your 
Autoplay is not enabled, double-click on "My Computer," and then double-click on 
the icon for your CD-ROM drive. Locate the FAKK2 directory on the CD-ROM 
and double-click on "SETUP.EXE." 

On-screen instructions will guide you through the rest of the installation. 

Full installation is recommended and will improve overall performance. 



am M enu 

When youVe completed t he 
installation, you will see the Start 
Screen.] ulie will be kneeling on the 
left s ide of t he screen, wit h menu 
choices on the right. Here, you will be 
able to select from six menu choices: 
New Game, Load \ S ave, Cont rols, 
Video\ Audio, Credits and Quit. 

N ew Game 


Selecting this option will begin a new game. You should choose this option the 
first time you play after installation. 

Load \ Save 

In this menu you may load saved games, delete saved games and save games. Each 
saved game is represented by an entry in the list on the bottom left of the screen. Each 
entry includes the level that J ulie was on when the game was saved, the elapsed time 
into that level and a time and date stamp. Additionally, there is a screenshot of each 
saved game in the upper left portion of the screen to help you see where 
you left off. To load a saved game, simply click on an entry, and press 
"Load Game". Alternatively, you can double click on an entry or press 
the "Enter" key. During gameplay, you can save a game by pressing 
the F2 key and you can load a game by pressing the F3 key. The F3 
key will take you directly to this menu. 

Heavy Metal: F.A.K.K.2 also features quicksaving and loading, 
which differs from normal saving and loading in that the same saved 
game entry is used each time you save. When saving normally, a new 
saved game entry is added each time you save. When quick saving, 
the same entry will be used again and again. To quick save during 
gameplay press the F6 key. To quick load press the F9 key. 



From time to time, you can reduce the amount of hard drive space the game is 
using by going to the Load\S ave menu and deleting any saved game entries which 
you may no longer be using. To delete a saved game, highlight it and click the "Delete 
Game" button in the Load\S ave Menu. 


Controls 

Selecting this option will allow you to customize your keyboard, mouse, and 
joystick commands. As you adjust the commands, changes will be applied 
automatically. If you decide to reset your adjustments to the default settings, 
click the Default button, also on the right side of the screen. 

Video\Audio 

You will be able to adjust the performance of your video and sound. When you're 
finished adjusting your settings in this menu, click the Apply button on the 
right side of your screen. 

Credits 

Meet the talented madmen behind Heavy Metal: F.A.K.K.2. 

Quit 



Selecting this option will terminate the current game. You 
will be prompted as to whether or not you are sure you 
would like to quit before the game returns to the Main 
Menu. (Be sure to save progress before quitting.) 

Back to Game 

Selecting this option will return the player to the current game. 
This option will only appear when a game is currently active. 

Note: At anytime during gameplay, you will be able to call 
up the Main Menu by pressing the ESC key. 



HUD (H eads U p D isplay) 



H ealth and 


Water Gauge 

Keeping an eye on J ulie's health and water 
supply is important, especially during combat. 
At the top left of the gameplay screen there is a 
round meter with two colored status bars. The red 
status bar represents] ulie's physical condition; the 
blue status bar represents J ulie's water supply. 

If either of the two bars gets low, it's time to search 
out some Water Ampoules (see page 20), Health 
Fruits\Mushrooms or use a Heath Vial. 




I nventory 


Keys/M enu 

J ulie can carry numerous 
weapons and items. 

Be on the lookout for 
weapons and other items 
of interest while you 
explore. 


Swords (Key 1) 

Slings ft Shields (Key 2) 
Guns {Key 3| 

Explosives {Key 4) 

Big Guns (Key 5] 
Inventory Items {Key 6) 
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Heavy Metal: FA.K.K.2's dual handed weapon and inventory system allows for 
many unique weapon combinations. Some weapons can be equipped in both the left 
and right hand, others use both hands, and some are exclusive to one hand. If the 
player attempts to equip an exclusive weapon in the wrong hand, the inventory 
system will produce an audible warning sound and the weapon will not be equipped. 


The inventory menu is located on the right hand side of the screen and can be 
accessed in one of three ways: 

1 Go directly to a specific weapon by pressing the number key that corresponds 
to the weapons category. By pressing the same category key again the next 
available weapon in that category will become highlighted. Once the desired item or 
weapon is highlighted, to equip the weapon press the left or right attack button to 
choose which hand the weapon will equip itself in. Once a weapon is equipped from 
this menu, the menu will disappear. 



2. Pressing the 1' key will enable the mouse cursor and also 
display the inventory category icons. Clicking on an inventory 
category icon will display all the items J ulie has available to 
her in each category. To equip a weapon, highlight the desired 
weapon and press the left or right attack button to choose 
which hand the weapon will equip itself in. To close the 
menu, you can press the ESC key or click the mouse 
cursor anywhere off the inventory menu. 


3. Scroll through all your available items by pressing 
the Next Weapon or Previous Weapon buttons. Once the 
desired weapon is highlighted, to equip the weapon 
press the left or right attack button to choose which 
hand the weapon will equip itself in. Once a weapon is 
equipped from this menu, the menu will disappear. 


At the top right of the screen are two 
circular icons - each of the circles 
represents one of J ulie's hands. If you have 
equipped J ulie with a one-handed weapon 
that she carries in her right hand, it will be 
displayed in the right circle. If she is using 
double uzis, both circles will show an Uzi. 

Dual handed weapons such as the sling, will 
elongat e t he d is play t o a s ingle, wide ova I. 

This nneans that the weapon or item 
requires both of her hands to operate. When 
the weapon is displayed, status bars will 
help you keep track of the total ammo 
available for that weapon. 

To holster a weapon, you can access the 
inventory menu and click on the weapon you 
want to holster just as if you were equipping 
it -or you may press the holster weapons key 
(Z by default.) During gameplay, you may 
a Iso use the holster weapons key to re-equip the last weapon(s)] ulie used. 

To use a weapon, you must first be sure that it is equipped. Use the mouse buttons 
toactivateor usethe weapon. Left click for weapons held in the left hand or right click 
for those in the right. 

Someof the larger weapons have a visible sight to aid in aiming. The sight is the 
small red target that floats out in the distance as an extension of the end of the 
weapon. It signifies the area in which the concentration of the weapon's ammo will be 
disbursed. Center the sight over] ulie's target before firing to ensure a direct hit. 

If] ulie needs to use a particular inventory item other than a weapon, such as a 
Health or Water Vial, you will follow the same selection procedure. Once the item is 
selected,] ulie will automatically use the item. 



Basic M ovement 



Default Commands 

Forward - Wor Up Arrow 
Backward - S or Down Arrow 
Strafe Left - A or Comma ( 
Strafe Right - D or Period 
J ump - Spacebar 
Crouch - C 

ouse Ciick 
Mouse Ciick 


Fire Left - 
Fire Right 
Use - X 
Speed 
Turn 
Turn 


- Shift 

Q, Mouse or Left Arrow 

- E, Mouse or Right Arrow 
Mouse 

- Tab 

ext Weapon - Mousewheei Up or R 
Previous Weapon - Mousewheei Down or F 
Hoister Weapon - Z 
inventory - I or Number Keys 1-6 
Pause- Pausethegame 




M enu Commands 

F2 - SaveGame 
F3 - Load/Save Menu 
F4 - Controls 
F5 - Audio/Video 
F6 - Quick Save 
F9 - Quick Load 
FU- Take a Screenshot 




Walking 

J ulie's default movement is walking. While walking,] ulie will avoid walking off of high ledges 
or walls. In order to speed] ulie up, press the shift key while directing her. 


] umping 

J ulie can ]ump straight up, forward, and backward. If] ulie 
has 90% water, which is attained by collecting water 
ampoules, then she unlocks the abilityto]ump further and 
run faster. 

Wall Hug 

] ulie sometimes needs to pass narrow ledges by wall 
hugging. To perform this action, back] ulie up to a wall until 
she stops, then press back again to become locked into wall 
hug. Using the left and right strafe keys moves her side-to- 
side. Move forward to move away from the wall.] ulie must 
have all weapons bolstered in order to perform a wall hug. 

Wall Hang 

To grab a Idge, run and ]ump toward the ledge,] ulie will grab 
automatically. From the hanging position, move forward will 
pull] ulie up. Back movement,] ulie will release the ledge. 
Strafing left and right while hanging,] ulie will shimmy along 
the edge. 



Wall Climb 

There are two climbable surfaces that] ulie can scale.] ust walk up or ]ump onto 
these surfaces, from the climbing position, move forward,] ulie climbs up, move 
backward,] ulie will climb down.] ulie can also strafe left and right while wall climbing. 

Climbing 

] ulie will automatically climb any steps, ledges, or ob]ects that do not require 
]umping. To climb, push forward up against the ob]ect you want to climb. 

Note:] ulie cannot perform climbing maneuvers when she is holding a two-handed 
weapon and she must therefore holster her weapon before climbing. To holster 
weapons, press the holster weapons key (Z by default). 

Combo Attacks 

] ulie can perform combination attacks whenever she is holding a single- 
handed sword in her right hand. A combination attack is accomplished 
by pressing the right attack button to start a normal attack. 
Once] ulie has completed one swipe with her blade, hold down 
the left attack button to start the combo. Each successive 
stage of t he combination attack inflicts more damage on t he 
opponent, which makes combination attacks much more 
effective than single attacks. The combination attack] ulie 
will perform is dependent on which weapons and armor she is 
current ly us ing. S he will perform a combinat ion att ack when 
she has no weapon in her other hand, and these can be the 
most powerful attacks she can perform. 

Crouching 

Low-hanging obstacles, destroyed walkways, or entrances 
into underground chambers may require] ulie to crouch. 
She will be able to move in all directions while in this 
position. Press the crouch key (C by default) to put her into 
and take her out of a crouching posit ion. Try strafing left or 
right for faster "rolling" movement. 





Pipe Climbing 

J ulie is able to move while hanging from pipes. 
After centering] ulie under the pipe, pressing the 
jump key will cause] ulie to grab the pipe with 
both hands. Move to the left and right using the 
forward and backward movement keys. 

Pushing the jump key will cause] ulie to swing her 
legs up, allowing her to move forward and 
backward along the pipe in a condensed position. 
This can be used to navigate past some puzzles. 

To release] ulie's grip on the pipe, push the crouch 
key — twice if she is using hands and legs to hang 
onto the pipe, and once if she is suspended only by 
her hands. 


Opening Doors 

All unlocked doors will either open automatically, 
or open when] ulie activates the glowing panel on 
the door itself. To activate the control panel, 
simply walk up to it. 


Rope Climbing 

S imila r 1 0 P ipes , j ulie ca n a Is 0 c limb ropes , vines , 
and chains in some areas. She will climb up and climb down ropes by using the jump 
and crouch keys. In addition,] ulie can swing forward, backward, and side-to-side on 
ropes using the forward, backward, and strafing movement keys. To hang on a rope, 
walk up to it and press the use key or simply jump towards the rope and] ulie will 
automatically hand on. She can release herself from the rope at anytime, even while 
swinging, by hitting the "use" key. This allows ] ulie to swing from rope to rope, 
apeman fashion, to avoid unpleasant circumstances that may lie below. 



M on key Bars 

Throughout Eden,] ulie will find monkey bars. If 
she jumps up toward a monkey bar, she will 
a ut omat ica lly gra b it . S he ca n now move 
forward and backward with the forward and 
backward movement keys. She can also turn by 
us ing t he mous e a nd t urn keys ; us e t he st rafe 
keys to shimmy] ulie left and right. Release 
] ulie from the monkey bars by pressing the 
crouch key. 


Levers, Valves, Cranks, Switches, and Buttons 
These five controls are used to operate 
machinery, open doors, and commence various 
other actions through out Eden. These 
mechanisms will glow and most will be multi- 
state, allowing ] ulie to do and undo events and 
actions.] ulie should stand directly in front of 
the control mechanism as you hit the "use" key 
to activate or deactivate it. If ] ulie does not 
grab the object, it is an indication that she is 
not properly positioned in front of it. 




Pushable/Pullableltems 
J ulie will find objects in Eden that glowsimilar 
to the control mechanisnns mentioned 
previously. A good example would be a crate or 
bale of hay that is pushable/pullable. Have] ulie 
stand in front of one these objects, tap the 
"use" key, and J ulie will then be able push or pull 
the object around using the forward and 
backward movement keys. To stop pushing an 
object, tap the "use" key a second time. Some 
objects will glow and are usable only after 
certain events have been accomplished. An 
example would be a large boulder that can only 
be pried away if J ulie has a sword. 

What You'll Encounter 

J ulie will explore three areas of the planet: The 
colony of Eden, The Moogaly Swamps, and the 
WE Cemetery. Within each of these domains, 
she will find useful items that will aid her quest 
— weapons. Health Vials, Water Vials, Health 
Items and Water Ampoules. Collecting these 
items is important, but will only prove rewarding 
ifj ulie can win numerous life-threatening 
battles with Eden's varied creatures, j ulie will 
also be faced with challenging puzzles that will 
need to be solved before she can progress 
further into her quest. 
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Weapons 

Swords (I nventory K ey 1 ) 

To become familiar wit h t he capabilit ies of each weapon, find 
the Training Area in the first level of Eden. Here, you will be 
able to test weapons, shields, and basic movements. You will 
not leave t he Training Area wit h all t he weapons youVe t ried 
out, but it will give you an idea of what to be on the lookout for. 




Slings and Shields (I nventory Key 2 ) 


Annnno; rocks, asteroids, and Gasyerass pods 


Note; The larger glowing asteroids 
dangerous beast, but thesmalli 



J ulie places annnno in a long leather sling and twirls it overhead 
toward her target. Although not a powerful weapon, t 
for puzzle solving, knocking Shglieks around, knocking heafPfla 
to reach ledges, enemy distraction, and for hitting at a 



itures into 
fexplosive sling ammo. 



Guns (I nventory K ey 3 ) 



T hermal D etonators 

Alone they don't packn 
but combine these timed, h 
detonators with volatile m 
as creeper dung or glowi^ 
and J ulie is certain to c 


Crossb^ 

A triggpbased bow-and- 
arrow Jlin, coursing with 
electrjity for an extra zing of 
pow^The power of this 
weapn is controlled by how 
lon^ou hold down the fire 
bi^n. Hold down longer for 
fore powerful energy burst. 

Ammo; Bolts. 


Explosives (I nventory K 


Rocks Launcher 

Anaimable, 
launcher,capable of doing 
serious bod""''”'^ 
structural 


Ammo; Roc 


■ t hatjpeppersj^ 

H oj^nents'^ 

^ ™dies with lead. 
[Note; When] ulie 
has du^zis drawn, you can fire 
one atl time, by holding down 
the coJres ponding mouse 
butt / (left click for left hand, 
righmor right), or both at the 
sat^time, by holding down both 
mqfse but tons.] 


' Ammo;Bullets. 


ey4) 



Armor 

There are 3 different armor pieces you can receive in the game - forearm, knee and 
shoulder. Each armor piece reduces damage to J uliea small amount. When all three 
pieces are found,] ulie's damage is reduced by much more. Additionally, each piece 
of armor unlocks different combination attacks that J ulie uses. This means that as 
you collect these armor pieces J ulie will attack in different ways, inflicting more 
damage on her opponents. 





I nventory I terns (I nventory K ey 6 ) 

Plenty of beneficial items are strewn about the areas J ulie explores. It is a good 
idea to seek out and collect as many of these items as you can since you never 
know when J ulie might need one or a II of t hem. 



Water Ampoule 

Eden contains a miraculous form of wati 
keeps J ulieand her people healthy ending. 
During your quest you will discover^(^ules of 
Eden's water distributed thrajj^frout the world, 
picking up t hese ampoulesjpj increase t he 
amount of Eden wataprt^ courses t j]f^gh_ 

J ulie's body. Edew*«f^r serves multiple 
it is thesour^ffT oower for the electrical and fire 
sword, it acts as a gj^fl^rmorthat reduces damage] ulie 
suffers, and it uqIiSto special abilities when] ulie has almost 
reached her fulBapacity of t he special fluid. The Fire S word 
and the Elect ripl Sword require a certain amount of water to 
function.Onc^ulie's water supply drops below a sword 
threshold, tJjP sword will no longer function at its full 
potential, ^nj ulie is damaged by something in the world, 
one quar^of that damage will be absorbed byj ulie's Eden 
water sB^py, provided she has enough water to absorb the 
len J ulie has nearly a full supply of water she can 
run and jump farther. While it is not vital to collect 
water ampoule you discover, water ampoules allow] ulie 
ach parts of the world she normally couldn't, and they 
make] ulie a ferocious combatant. Located throughout Eden 
are pools of Eden water that will regenerate] ulie's water 
supplies. To utilize these refreshing pools simply stand in 
them. Most pools will only charge] ulie's water reserves to 
halftheir capacity. 



Water Vial 

A bottle of concentrated Eden 
water that will fully restore 
] ulie's water supply. 



Sucknbl/jgh] uice 

juice can be found in the 
r the flesh eating 
igh plants.] ulie must dip 
le pool, coating herself with a 
■ juice. While covered wit h t he 
juic^theSucknblaugh finds] ulie 
ppetizing, and will launch her up 
) the air or to locations 
Tnreachable otherwise. 


Pools 

areas 

SucI 

into 




Plants 

Througj^t the world there are plants 
and mL|hrooms that have healing 
att ribuigs. They will be eaten if needed, by 
g over the fruit.] ulie can 
(tise the sling to knock fruit from 
^ to reach places 



Quest I terns 

These are various items found 
throughout your adventure, 
be used to help solve 
doors and other craziness. 



T iki f 

To unlo&the secrets of the Tiki Heads, 
lust find all of the Tiki Runes. 
Thejfe little guys have a secret and they 
It giving it up unless you place 
iem at the base of the Tiki heads. 






22 



Shglieks are 
more than 
comic relief, 

_ theyarej ulie's 

friends. They 
havealotto 
teach Julie 
about Eden, so 
pay attention. 

j ulie can also use her sling to 
knock the Shglieks loopy, then 
she can walk up and pick them 
up by pushing the "use" key. 
Once knocked loopy,] ulie can 
also throw them, which is a 
good way to feed and/or 
distract other creatures. 
Beware: Shgliek's dont react 
well to water. 


Creatures of 
Eden 

j ulie will encounter countless obstacles in 
her quest to protect Eden from Git h's 
forces. In every area j ulie explores, there 
will be an abundance of vicious monsters 
that she will need to combat. The following 
are just a few of the creatures that will 
try to impede] ulie's progress. 





Vymish are insect -like 
creatures that infest Creeper 
pens. They are not restricted 
to ground mobility, and can 
taketotheair at anytime. 
Vymish travel and attack in 
hordes. 


Grawlix 



The quick moving G rawlix is a 
vicious underground creature, 
found deep within Eden's caves. 
Their abilities to channel 
natural electrical charges and 
blend in with their surroundings 
make the Grawlix a dangerous 




adversary. 




Lymphorn 




Female Lympt horns are 
stationary plants that 
■ 1 have a natural defense 

jk mechanism that spits 

J deadlyacidthorns at a 
distance.The best way 
to combat them is to 
use the shield and work your 
way into melee range. 


^ Gassyerass 


Gassyerass Plants 
are located in the 
swamp. When 
threatened, they 
burst, filling the air 
with a poisonous cloud of toxic 
gas. From a distance, they can 
betaken out with the Sling. 



Dark Creeper 





The aggressive Dark Creepers 
inhabit the swamp. They can 
blend into the surroundings 
by camouflaging themselves 
as rocks or swamp foliage. 
After spitting acid to stun 
opponents, Dark Creepers will 
attack with giant jaw-claws. 





Flesh Binder 



Flesh Binders are 
Gith's main assault units, 
manufactured from the flesh 
of conquered races. Since Flesh Binders 
have no nervous system, they are 
impervious to pain, making them relentless 
opponents. You will never know what to 
expect, because Flesh Binders can carry up 
to five different weapons. 


i! , 
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Happy Mask 
^ Swarm Creatures 
are Gith's idea of 
recycling. They 
consist of pieces 
of Flesh Binder 
debris, with masks covering their 
faces to hide their unimaginable 
aqony. These creatures travel and 



( 



Gith sends the 
invincible yet peaceful 
Recruiters to spread 
propaganda before an 
at tack. Those who 
resist will discover the 
pa in that lies under a 
Recruiter's cloak. 


Sucknblaugh 

Plant 



The Sucknblaugh plant resembles a 
large Venus Fly Trap. Usually 
blocking paths, it spreads its maw 
across an entire pathway waiting 
for victims to walkover.] ulie 
encounters these things in the 
Mooagly Swamps, and usually 
must find something to feed them 
to pass by unmolested. See also 
Sucknblaugh juice, page 21 j 


T 
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Soul Harvester 



Soul Harvesters suck 
souls from the inhabitants 
of the planets that Gith wishes to acquire. 
Soul Harvesters are the most brutal part 
of Gith's army. Their abilities to teleport 
out of trouble and regenerate wounds often 
give them the upper hand in combat. 



These flying souls (a.k.a. 


Ghosts) are unhappy that 
J ulie has awakened them. The 
best way to combat them is 
wait till they get into melee 
range, but if you miss they will 
fly t hrough J ulie, caus ing her 
damage. 



Otto, a survivor of the Great War, is 
Eden's local handyman and one of 
J ulie's closest friends. Explosives and 
weapons are not only Otto's 
specialty, but his passion. 



Gruff 


Gruff is an old gatekeeper that lives in 
the wilds of Mooagly Swamps. This 
eccentric wizard holds the key to the 
secrets of the planet Eden and J ulie 
must find him before Gith does. 
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T echnical Support 

If you have a technical problenn concerning the operation of our software, please 
contact our technical support staff. When you call or write, be at your computer 
if possible and have the following information ready: computer type, available 
hard drive space, total RAM, type of video card, and a list of options you chose 
when you installed the game. 

TECHNICALSUPPORT 
1-410-933-9191 
M-F 9-5pm, EST 

Talons oft, P.O. Box43730, White Marsh, MD 21236 

If you would like to contact us on-line, you will find us at: 

http://www.talonsoft.com 

E-mail us at talon@talonsoft.com 

Note: This information is for technicai support oniy and representives cannot provide game 
hints or suggestions. 


